ROUGH CONCEPT PROPOSAL / PRELIMINARY STAGE / UPDATED FIRST DRAFT 
Meeting results and notes of July 10th to July 17th, 1995. Confidential and proprietary information. 


PRODUCT OVERVIEW 
A uniquely comprehensive interactive 3D experience where the user is 
invited to build, to fantasize and to play in a living Lego Town. The user 
is a citizen of this town and is immersed in continuous role playing 
missions and creative problem solving activities where FUN is the 
‘operative word. It is easy to play yet difficult to master. 


INTRODUCTION 
The product starts with an animated introduction. The Lego logo is center 
screen. It rotates forward. The other side is the title logo for the product. 
Once in position, it rotates forward. The other side is a window . Lego 
bricks come flying out, very rapidly, very explosively, towards the viewer 
and off screen. The window now rotates forward. The other side is a 
Lego building base. As a fast build occurs, the view zooms forward and 
slightly rotates. A building is in place. The view pulls back and rotates 
upwards to a “bird’s-eye” view revealing a town on an island. The view 
now zooms forward, towards the town. A police helicopter passes from 
off screen from the viewers perspective. Once the view has arrived at 
street level an animated Lego car appears and an animated cursor comes 
into view and selects the car. The view is now first person behind the 
dash of the vehicle. The vehicle now speeds off down a road that 
introduces the user to a rapid demo presentation. Vehicles, people and 
daily activities are dramatically in progress. The car stops in front of the 
hotel. The door opens. The view exits car and enters the hotel lobby. The 
user is greeted by the hotel concierge. “Hello and welcome to Lego 
Town...”. A map of the town is visible, and the interface features are 
introduced. The concierge describes the town. The user is requested to 
register. This is the users log-on name for saving and restarting. Once the 
user is registered, the activities begins. Music and sound effects play an 
important role from the start.The view rotates and the user is now 
outside free to select and explore. What ever is selected, is activated. 
When the user selects a person, the user is that person. When a user 
selects a vehicle, he or she is behind the dash ready to go to discover , 
play and interact with the program features. 


PROGRAM FEATURES 


„Build View „Design / Layout View = Game / Mission View » Explore View 
» Mission Editor View » Environment « Inventory « Rewards „ Hotspots „ Surprises 


a Interface (Switching from View to View) « The town » The Store, Museum, Factory 
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= Special Features 


Third person perspective view of the whole town 
Click on where to go 

+ City is fully active 

+ Game starts here 


Editing Views 


Build 


Build objects brick by brick 
Buildings, people, vehicles 
Select pieces and assemble 
Rotate and position pieces 

+ Edit 

+ Repair 

+ Save / Save As (save to floppy) 

+ 3D Cube- wire frame environment 


save to inventory 
e Select Colors 
Design / Layout 


e Select and place pre-fabs ( supplied or created) 
buildings, vehicles, people, hotspots, etc. 

Character Design 

e Customize people of the town 
Mission Editor 

+ Capture, edit, and create missions 

e Save 
Decal Editor 

+ 2D bitmap editor for faces, signs, etc. 

Games / Mission 


£ 
E 
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2D control panel 
Start on auto pilot / increase skill level 
+ Missions 
1) Task specific missions (per job) 
2) Problem specific ( any citizen can solve) 
Missions are presented in level structure with advancing 
‘complexity. 
Rewards follow successful completion of each level. 
+ Roles / Citizens / Mission Specific 


HOTEL 
‘Speedboat Driver: Race, Shark obstacles, , Rescue Mission 
(arcade game possibilities) 
Lite guard: Save, rescue drowning swimmers and boaters; 
‚Swimming lessons (arcade game possibilities) 
Guests: swimming, hiking, fishing Iminor characters) 
Bellboy: Bags to the right rooms, obstacles, confusion, mazes 
(arcade game possibilities) 
BEACH 
Jetski: Race, jump, stunts, shark avoidance ( arcade game 
possibilities) 
Bostrace Judge: (minor character! 
Fishing Boat: Fishing, avoiding sharks, Fishing for stuff 
(treasures) via radar. (arcade) 
Dune Buggy Drivers: Race, jumps/arcade) 
Fishing: Catch (fish, tires,misc.) 
GAS STATION 
‘Attendant: Pump gas, service cars that come in 
Mechanic: fix cars using real instructions 
Owner / Manager: (minor character) 
‘Tow Truck Driver: Rescue vehicles and repair, respond to radio. 
HOSPITAL 
‘Ambulance driver: respond to accidents, pickup, rescue vie radio 
dispatch 
Nurses: (minor) 
Patients: (minor! 
PIZZERIA 
Chef: Take orders, make pizzas (spin, put toppings on) to order 
specs, instruct address to driver. 
Delivery Person: Deliver 10 pizzas in ten minutes 
RESTAURANTE 
Waiters: Take Orders menu may have multi-language picto- 
graphs), remember, commotion obstacles. serve customers. 
STORE 
Customer: fill shopping list 
Cashier: Add up grocery prices 
Delivery to Store: (minor) 
POLICE STATION 
Motorcycle Officers: traffic violations, chase 
‘Squad Car Officers: Chase, arrests, Find clues to crimes 
Paddy Wagon: (minor) 
Helicopter Pilot: Chase, Search, Investigate (take crime scene 
photos) > 
Boat Pilot: Chase, Search, Rescue, Water Safety, Drive off Shark 
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Guard: minor) 
Criminologist: cives, solve erimesiminor) 
Dispatcher: Answer calls, radar, direct patrols, give directions, 
manage search, rescue and capture through strategy. 
Trickster: (the bad guy) disrupts through mischief, steals 
(borrows! and hides, escapes 
Chiat: (minor) 
Foot patrol cops: chase, find ciues, capture., solve crimes and 
answers to accidents and emergencies 
‘TRANSPORTATION 
Jeep: look for stuff where cars cant go/ off-road 
Hotrod: faster than cars 
Bicycle: can travel where motorized vehicles can't 
Motorcycle 
Buggy 
ANIMALS 
Cat: (minor) 
‘Shark: tip boats, snap at fishing lines, avoid being caught 
Parrot: voice 
Horse: transport 
Mission Levels ( Examples ONLY) 
Trickster VS. Citizens (all) 
Level 1: Trickster escapes from jail and hides. Citizen locates 
and detains for police. Contact police. 
Trickster steals pizzas and delivers to the wrong people. 
Citizens find and return. Notify police. 
Level 3: Trickster steals pieces of building. tres to vehicle, etc. 
and hides. Citizens locate pieces, determine where they belong, 
return, repair and notify police to apprehend. 
Level 4: Trickster on a robbers spree. All places, all people. 
Citizens must stop him/her, return goods, Make repairs when 
necessary, Buld bridges, etc. to aid in chase or block the 
trickster escape. 
Police Missions ( Police vs. Trickster or Citizens ) 
Level 1: Traffic cop. pull over / chase violators / respond to radio 
calls. Accidents, etc. ( contact Hospital, Service station, fellow 
police, etc.) 
Level 2: High speed chase, land, sea and air to apprehend bad 
guy. Contact with police force. Strategy and chase. 
Level 3: investigate crime scene, collect clues leading to high 
speed chase of bad guy. 
Level 4: Trickster escapes, find clues. interview witnesses, 
“teasure-hunt” to locate bad guy- utilizing all skills developed in 
1 to 3 including building bridges or blockades. choosing the most 
efficient and effective direction and technique to get there 
All Citizens 
Level 1: Perform basic task of job selected, earn salary, discover 
town 
Level 2: Find and build or purchase home 


Level 3: Coast guard rescue / swimmers off shore 
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Level 4: Coast guard rescue / boat in distress / shark capture 
and release in deeper waters 
Gas Station Missions 
Level 1: Service cars that enter station (gas/ air/water) 
Level 2: Pick up car in distress, return to shop / fill with gas 
Level 3: Respond to radio call. Accident- pick up car. Repair. 
Level 4: Major accident. pick up . repair. 
Rewards 
+ Licenses to operate vehicles 
= Extra bricks 
+» LEGO bucks (internal use) 
LEGO bucks ( discount coupons) 
Hote Eas 
Available throughout all views 
+ Minor characters are hotspot rich 
© secret passages, keys to locked doors, extra pieces 
© misc. items when selected will perform. 
phones, TVs, radios, drawers, homs, lights, misc., etc. 
Inventory 
* N Universal sets 
+ Police set 
+ Pre-fab structures 
Vehicles, building, houses, hotspots, people, animals, decorations 
Levels 
© Distinct levels of complexity in game play with rewards. Options increase as 
levels increase. Ultimately, this may lead to an exploration of the other islands 
‘and new towns. 
+ The first level allows any user young or old to enter game/ play and explore 
either actively or passively and can learn by observing other characters in action. 
+ All options of build, explore and play are available at all levels, at all views. 
Environment, other 
Time clock (on or off options) 
Night or day controllable options 
weather options: sunny, rain, snow 
tides 
Plants 


Town 
Police Station, Hotel, Hospital, Beach, House, Snak bar, Restaurante, 
Supermarket, Pizzeria, Gas Station, Off-road areas of land/beach, Water (city 
hall, bank, post office, residential area) 
Store: Videos, ads, misc. 
Museum: Videos, facts available 
Factory: Video tours and info. 

Special Featu 
® Print: print out licenses and awards won, schematics to creations 
+ Video / ads 
© Tours 
» Information / facts 

Interface design (switching from view to view) 
+ Window format / clicking between view to view 
© Icon / selecting button to switch 
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CONCLUSION / SYNOPSIS 


Utilizing 3D capabilities to create a fully active, fully interactive LEGO experience. 
Design intuitive user interface. Easy to use yet difficult to master. 

Building, game play and exploration uniquely presented with unlimited potential 
First person perspective with options of choice. 

The ability to be IN the vehicles driven and experience the missions first hand. 
Emphasis on development, imagination and creativity. 

Year long stimulating value with hours of fun for girls and for boys of all ages 
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